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1. Motivation 

 the game apps targeting smartphone users grew rapidly  

            and achieved the top share of the video game market. 

 

2. Model 

 Integration with Bass model (1969) and multihoming  

            users (Evans, 2003; Armstrong, 2006) 

 

3. Simulated results 
 MAU(Monthly Active Users ) rates scenarios of  ñPuzzle 

            & Doragons (Puzdra)ò and ñMoster Strike (Monst)ò 

 

4. Summary and limitations of current study 
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Japanese video game market  
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4 Generations of video game platforms 

1st Generation : 

Standalone console 

2nd Generation: 

Console  

with Wi Fi  

4 th  

Generation :  

 Smartphone 

3rd 
Generation 

: Feature 

 phone 
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Daily top sales  

rank chart in 2014 

ñFinally ' Monst' exceeds 'Pazdora', in Japan sales top app 

(http://www.metaps.com/press/ja/blog-jp/159-1204jptrends) 
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http:// pd.appbank.net/guide/about  

Copyright © GungHo Online Entertainment, Inc. / AppBank inc. 

Puzzle & Dragons 

(GungHo Online Ent., Feb. 20, 2012) 

http://pd.appbank.net/guide/about
http://pd.appbank.net/guide/about
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http://www.appbank.net/2014/03/21/iphone-application/771268.php  
http://www.appbank.net/2014/01/27/iphone-application/739909.php  

Monster Strike(mixi,Inc. Oct.10, 2013) 

Copyright © mixi , Inc. / AppBank inc. 
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Revenue model (item-based payment) 
Puzzle & Dragons  (Puzdra) Monster Strike  (Monst) 

Magic stone Orb 

Copyright © mixi , Inc. / AppBank inc. Copyright © GungHo Online Entertainment, Inc. / AppBank inc. 
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The first partner candidates 
Puzzle & Dragons  (Puzdra) Monster Strike  (Monst) 

Copyright © mixi , Inc. / AppBank inc. Copyright © GungHo Online Entertainment, Inc. / AppBank inc. 
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Puzdra TV CM ( from Oct.15th, 2012  

( App TVCM 10/15  11 ,2012 10 12  
http://app.famitsu.com/20121012_98600/ )  Copyright © GungHo Online Entertainment, Inc. ©  KADOKAWA DWANGO CORPORATION 

ñPuzò  
ñDraò  

http://app.famitsu.com/20121012_98600/
http://app.famitsu.com/20121012_98600/
http://app.famitsu.com/20121012_98600/
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Monst TV CM (March 1st, 2014) 

 Class room  

   in the high school 

Izakaya 

(Japanese-style bar)  

Pajama party 

by female undergraduates  

(https://mixi.co.jp/press/2014/0228/15384/) © mixi, Inc. All rights reserved. 

http://livedoor.blogimg.jp/monsterstrike/imgs/8/2/8290998a.png

